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Installment #2 of the GAMMARAU- 
DERS (Extremely Tiny) Role Playing 
System (GetRPS) 

by Dave Cook of TSR, Inc. 


Well, it’s Major Zeb of the Gamma- 
rauders Science Patrol speaking to you 
across the video waves once again. 
According to factoid analysis, you have 
received the first transmission of the 
GAMMARAUDERS (Extremely Tiny) 
Roleplaying System, wherein the nature 
of bioborg handlers was explained. Now 
it’s time to get into the really important 
stuff—bioborgs. 


As everyone knows (except you), Pro- 
fessor Womba (revered be his name) 
was one of the most brilliant minds of 
the Gamma Age. Innumerable have 
been his contributions to the glorious 
re-enlightenment of the sciences: the 
pepto-atomic cannon, the speedy 
seltzer gas combustor, and the four- 
door hydro drive-through shower are 
only a few of the wonders from his 
fertile brain. But greatest of all his 
inventions was the Womba Process 
(Pat. Pending, Reg. Mark), the secret 
method responsible for the creation of 
the great bioborgs. Although the tech- 
nique is highly technical and secret, the 
principal phase involves the application 
of the mysterious Sputnik Gap. Com- 
bined with highly confidential toxic 
chemicals, bioborgization is accom- 
plished—the melding of metallic and 
organic components. 

Of course, Professor Womba, being a 
true Gammarauder and not one of these 
mercenary handlers or fanatic members 
of a Cryptic Alliance, naturally intended 
his creation only to strengthen the 
peaceful purposes of the rising Gamma- 
rauders confederation. Alas, it was not 
to work that way. Shortly after develop- 
ing his first working prototype, Elvin the 
Tyrexian, Slugnoid agents broke into his 
laboratory and stole his formulae and 
his prototype. In the ensuing escape, 
Professor Womba was tragically struck 
down, accidentally stomped on by Elvin 
as the bioborg left the lab. His loss has 
been greatly mourned ever since. 

In taking the first prototype, however, 
the Slugnoids had made a great mis- 
take—indeed, several of them. There 
were unforeseen side effects of the bio- 
borgization process. Most disastrous of 
these was the development of intelli- 
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gence, admittedly a pretty basic and 
destructive one, in the biogorg. Elvin 
quickly became more than the Slug- 
noids could handle. Just as they were 
about to carry their major attack on 
Gammarauders Central, Efvin decided 
he was fed up with their bullying. His 
decision (and his method of expressing 
his “ displeasure) sent the Slugnoid 
forces streaming for the hills. Unwit- 
tingly, Elvin had saved the day and all 
the Cryptic Alliances were quick to per- 
ceive the value of the bioborgs. The bio- 
borg race was on. 

Of course, there was still the problem 
of a malcontent and heavily armed Elvin 
on the loose. Thus, the need for han- 
dlers became apparent. Since that time, 
a select few have volunteered (or in the 
case of the Slugnoids, been volun- 
teered) for bioborg handler training. It is 
a risky process, given that the bioborgs 
show their dissatisfaction with unsuit- 
able handlers through suitable acci- 
dents. Indeed, the Lab Rats went 
through 250 volunteers before their bio- 
borg Dweemish found a handler he 
didn’t try to stuff into his cheek pouches. 

Bioborg handlers, like Jok Tads- 
worth, retain control of their charges 
through the second side-effect, a spe- 
cialized extra-sensory radio perception 
(ESRP in the language of the ancient 
ones of the Golden Age) that develops 
between the bioborgs and those in long 
association with them. This is more than 
just communication, for the two soon 
discover they have certain character 
traits in common. Fortunately for the 
handlers, the rather simple minds of the 
biobotgs result in the bioborgs mainly 
adopting most handler traits. (Some 
detractors claim that Riddley McCann's 
general insufferable thick-headedness 
is a pickup from Onko the Gorillian, that 
Riddley was really much more reason- 
able before he became a handler.) 


To better understand the relationship 
between a bioborg and his handler, the 
factoids have devised the following 
rules. Given the factoids, this will either 
make things perfectly clear or hope- 
lessly confuse you. 

To create a bioborg, you first need to 
have a suitable body. Since there is very 
little point in trying to strap a 3-ton 
hyper-inviso static laser on the back of a 
ferret, you need a giant-sized creature. 
These aren't found in town, only out in 
the Big Nada. Have fun finding one. 

The other thing is that handlers never 
get to choose their bioborgs. It just 
doesn’t work that way. What handler in 
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his right mind would volunteer to baby- 
sit an overgrown hamster or an insou- 


“ciant kangaroo? Consequently, in the 


game, handlers are assigned bioborgs 
according to thewhim of the Keeper(the 
guy in charge). Again, have fun. 

Once the bioborg is assigned, it needs 
numerical stats, just like the handler. 
These stats are: 

Bod 
Brains 
Control 
Armament 
Power 


Bod is the measure of size and fight- 
ing ability. Since you're dealing with a 
60-foot plus critter, the Bod roll is 1-6 
times ten. 

Brains is the general smarts of the 
bioborg. (They aren't bright enough to 
have separate entries for Science and 
the like.) Bioborgs aren't very smart, so 
their Brains score ranges from 1-3 (roll 1 
die and divide the result by 2, rounding 
fractions up). 

Control is the bioborg’s willpower to 
ignore the orders of its handler and even 
make him do things he doesn’t want. It 
can range from 1 to 6. 

» Armament is just how many different 
weapons the little devil can have at one 
time. This number is equal to one-tenth 
the bioborg’s Bod score. Of course, the 
bioborg can change its weapons for 
others back in the shop any time it has 
the opportunity. 

Power is the number of pods the bio- 
borg can eat without becoming serious- 
ly ill. Pods are the all-important fuel 
source for the bioborg’s weapons (and 
‘most everything else). Eat even one too 
many and the bioborg is disabled with 
indigestion. Scores range from 2 to 12 
(roll 2 dice). 


Finally, there is the matter of com- 
plexes. Just like their handlers, bio- 
borgs have them, too. These are secretly 
decided by the Keeper. It’s not one of 
those things that the handler knows. 
Normally, the complex should be related 
to the handler’s complex, since the two 
are related. For example, Onko and Gruz 
just do not get along, just like Riddley 
and Slash. Dweemish is the social out- 
cast of the bioborg corral and Hoag is 
susceptible to Cupid's arrows. Fortu- 
nately, he hasn’t met the right kanga- 
roid yet. (As a matter of fact, he hasn't 
met any kangaroids yet.) 


The GAMMARAUDERS 
(Extremely Tiny) 
Role-Playing System: Part Ill 


BLOWING THINGS UP 
Well, now, looking at these notes pro- 


vided by the factoids, you, faithful 
followers of the Gammarauders Air- 


waves, should be ready for action. So— 
BIOBORGS ARE GOI!!! 
But first, a note about factoids. 


Factoids 


Fortunately, what we know about 
factoids is blissfully short. What we 
don’t know is a pretty long list. We don’t 
know where they came from or why they 
are here. We don’t know if they are 
machines or animals. We don’t know if 
they die, mate, get pregnant, eat, sleep, 
or even feel. 

What we do know is that they answer 
questions and seem to have an amaz- 
ing amount of knowledge. Apparently, 
they record everything they see and 
what one knows, ‘most all others seem 
to know. They will answer any question 
put to them, making them invaluable for 
scientists, spies, and explorers. 

They do have one teensy-tiny draw- 
back (of course). They answer every 
question—completely and _ literally. 
Never, never ask a factoid what's new. It 
will follow you for the rest of your 
existence, displaying every new thing 
on its screen. Attempts to find out where 
they come from have proven equally 
futile. It is quite possible that factoids 
know everything in the universe. The 
problem is finding the right questions to 
ask. 

A factoid will be able to answer any 
question on a die roll of 1-5. Only ifa6is 
rolled is the factoid unable to supply in- 
formation. In answering the question, 
the keeper never volunteers extra in- 
formation and takes every opportunity to 
twist the intent of the question by being 
absolutely literal. Thus, if a factoid is 
asked, “Do you know the way to San 
Jose?” the answer is “Yes,” and 
nothing more. 

Have fun. 

Doing Things 


Whenever a handler or bioborg tries 
to do something difficult, you have to roll 
dice to see if you succeed. As every han- 
dier knows, nothing is for certain. The 
number of dice you roll and the number 
you need to succeed depends on the 
ability score you use. Most of the time 
the score you should use is obvious: for 
fighting you use Rumble, for figuring 
things out you use Science, for keeping 


your bioborg from stomping the Astro 
Nightlite Drive-in when he gets over- 
excited during a showing of “’Venusian 
Blacklist Babes’ you use your Control. 

To see if you succeed, you roll as many 
dice as are equal to the score of the 


ability used. If the ability is 5, you roll5 . 


dice. If it is 1, you roll 1 die. The ability 
score is also the number you want to roll 
on each die. If the ability is 5, you roll 5 
dice and want to roll a 5 on each die. If 
the ability score is rolled on even 1 die, 
the attempt succeeds. 

Sometimes doing things is harder or 
easier than normal. For these situa- 
tions, the number of dice you roll is 
increased or decreased. Firing your 
neutronic blast pistol while running 
through a battle zone is harder than 
shooting at signs. In this situation, you 
would roll one die fewer, so instead of 5 
dice you would roll 4. How to build a 
Bore-Head Blower Booster is some- 
thing every kid learns in shop, so you roll 
2 more dice if you tried to build one, in- 
creasing from 5 dice (if you had a 5 
Science) to 7 dice. Changing the number 
of dice you need to roll doesn't affect the 
number on each die that you want to 
roll, however. In both examples, you 
would still need a 5 on one of the dice to 
succeed. All of this is an example of the 
scientific principle known as Fistfulls of 
Dice. 


Rumbles and Other Brouhaha 


Being a bioborg handler, you are 
going to get into a fight sooner or later— 
sooner, knowing most of you. To keep 
everything from becoming total chaos, 
there have to be some rules to control 
the fight. The following are the GAM- 
MARAUDERS (Extremely Tiny) Role- 
playing Rules for Fighting. 

1. Choose what you want to do. 

2. Figure out who does what first. 

3. Roll the dice for doing things. 

4. Figure out how badly you hurt the 
other guy. 

5. Don’t punch below the belt unless 
you're a Slugnoid. 


What Can | Do? 


You can do just about anything 
reasonable (and some things unrea- 
sonable). Just tell your keeper and he 
will tell you whether you can try that. 
You can only do one basic thing (shoot, 
run, shoot and run, etc.) in a turn. 


Who Goes First? 
To give fighting some kind of order, so 


you know who gets to do what when, 
everyone rolls dice against their Control. 


The person who makes the most 
successful rolls (i.e. rolls his Control 
score) goes first and so on until every- 
one has a chance to act. If no one rolls 
his score, the person who rolled the 
most dice goes first and so on. If itis a 
tie, those characters do everything all at 
once. (in a really big fight, you can 
simplify this to one roll for the Good 
Guys and one roll for the Bad Guys, 
using the best score on each side.) 
After you know who goes first, you 
make a roll for doing things just as we 
explained. Things that can change your 
chance of success are listed below. 
Remember, these add to or subtract 
from the number of dice you roll. 
Shooting while Moving “1 
Taking Careful Aim +1 next shot 
Shooting at Someone 
Hiding Behind Something 
Small -1 
Shooting at Someone 
Hiding Behind Something 
Large -2 
Shooting at Something 
Great Big (Like a 
Bioborg) +4 


Range 


To punch somebody, or for Natasha to 
strangle the living daylights out of Rid- 
diley, the handlers have to be standing 
beside each other—the technical term 
being Real Close. To shoot something 
with a blaster, gun, or Spectral Laser, 
the target must be in range. Each 
weapon has a range given in feet. If the 
target is within that distance, you can 
blast it. If not, get closer. (This is a simple 
game. We don’t mess with different 
types of ranges. You see it, you shoot it.) 


Getting Hurt 


If you hit a target, you have to see how 
badly you hurt it. This changes depend- 
ing on just how you are fighting. When 
punching, kicking, or otherwise using 
your body, you do 1 point of Bod damage 
for each successful die roll you make. If 
your Bod is greater than your Rumble, 
you add one to this result. Kicking a Bio- 
borg into submission will take a long 
time. 

If you are using a weapon, you roll as 
many dice of damage as the weapon 
description calls for. This could be a little 
bit or a whole lotta points. 

When a handler or Bioborg’s points 
reach O, he is Hors d’ Combat and out of 
play (until the next Big Scene Change). 


NEXT ISSUE: HOW TO END THINGS! 


